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INTRODUCTION 


The golden age of Numan space expansion came | 
to an end. The war against Aliens uncovered | 
multiple controversies of the existing world order | 


and resulted in a civil war. The once monolithic 
Empire split into several warring camps struggling 
over power. 

This is the world of Star Wolves &: Civil War. This 


is the world you will have to live in, Survive and find | 


true friends, discover mysteries of distant space 


and reveal political intrigues. This world is awaiting | 


you! Have a good game. 


INSTALLATION 
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your DVD-ROM. drive. The setup menu will 


Open automatically. If for some reason the DVD | 
autoplay is disabled on your computer, run the 


Setup program manually using Windows Explorer. 
. Left-click Install in the Setup menu. 


Follow the instructions on screen until setup 
=mele)sale)(-15—F 


. To remove the game from your PG, select Delete 


lawn’ |e —l—1016] © ael—!e|0 pe @) el © |—1— re |— 4 Vo le// = |—laal@)Vi—) 
Programs" menu in the Windows Control Panel. 
(Start-> Control Panel-> Add/Remove Programs]. 


MAIN MENU AND SETTINGS 





| STAR WOLVES: 
Moin menu CIVIL WAR 
Continue playing 
Start a new gome Settings 
Tutorial mission Current profile: Player 
Lood game Protve selection 


Credits ' Settings 


Quit Controls 





Continue playing - Resume the current game. 
Start a new game - Start a new game of Star 
VAY (eo) WV, =) — res Fe GT VAI VAY 

Tutorial mission - This’ section is~— strongly 
al=\e1@) 98) 98|=10|@|—\e Man vo ee o@\@),.<(— see @)) (oe — Pen © eV — ee 1 
their first taste of navigating space fighters 
and the Mothership. 

Load game - Load a previously saved game. 

emt ote | b rt — i) 1 @ Von eee 10 @) ek @ (—)V/—1(@) @]—1 ae (@ ein —l—le—1e| 
this game. 

Quit - Quit to Windows. 

Current profile - Shows player name. 

Profile selection - The game can save multiple 
player profiles. You can load an existing profile 
or create a new one. 

Settings - Graphics and sound settings. 

Controls - Review controls. 
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First of all, you will need to create a new player profile 


and set up the game. Go to the Profile selection | 


menu, type in and confirm your player name. 


a A 


Profile selection 


Selected protile name 


Profile list 


Game Settings 
After that, you can start the game with default 


settings. However, we do advise that you take | 


a look at the Settings menu. 





Settings 


_ Resolution Sound volume 
1024 * 768 32 be ——Xw eee —— 
01152 ° 
C1780 * 
(1780 * 1024 32 be — > 


> 
Music volume 
CJ 1600 * 


Mouse sonsitivity 

hel Fullicreen — >> 

Mouse wheel sensitivity 
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(SS Grophics settings 
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| + Additional settings 


Vv 


Resolution - Change screen resolution. The higher 
the resolution the better the graphics, but also 
the more powerful your computer will meed 
to be in order to run the game. 

Fullscreen (mode) - You can play either in full screen 
or windowed modes (Cf your desktop resolution 
TSwallel|al=lameal—leme|-lee\-m aie) ele elale 

Sound volume - Controls speech and battle effects 
volume. 

Music volume - Controls background music volume. 
Miouse sensitivity - Adjusts mouse pointer speed. 
Miouse wheel sensitivity - Adjusts mouse wheel speed. 
Invert mouse - [Inverts mouse vertically. 

Graphics options - Determines how detailed the 
(oe) @) (=\e0— eee ee |e] || | — ee 4 Vo (elle (@)e—] re a—|e) ee 
options can. significantly affect graphics quality 
and game performance. 

Additional settings - Opens the advanced settings 
menu. 
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Setlings 


Gariaplay Srecrl pee 
fel Shrew brats. Se 
fl Tee tes Oo Target cesberped 
| fad Louch fighter of miion stort =| Piper's faghter creme belo 50% 
LJ Geabte missBee of mission wort fl Motherdhic onmor bale 20% 
lel Shoe healt bors ot bits ey ee Too | 
fel Evenide oudecareing 
O Saree current camera mode 
O Shoe obaant pilofs on the mothendep screen 
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Comera 


fl Retets comero sith the mouse poorer 
| Gel Bnablefdfieoble commen (bobbing 


‘Tal, System settings 


Show hints - Check this box, if you want the 
(eje) ag) e)]0)0—/am rem) e(e)\\\an.e]0 ms e\le)el6/emallain—mel6la lelemeral—mialiel—) 
stage of the game. 

Show markers) - Special markers will indicate 
Current objectives of your ships (moving, attacking, 
el=)c—Jalel ale m—lalemelele) dialer 

Launch fighters at mission start - Allows to auto 
-matically launch all fighters after you've jumped into 
a new star system. 











Enable missiles at mission start - By default 


characters can not fire missiles after a jump into © 
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Characters to fire missiles at will. 

Show health bars at hits - Show armor and shield 
values near a ship, when this’ ship is receiving 
damage. 


Enable autosaving - Save progress automatically | 


at key moments of the storyline. 

Save current camera mode - Save current camera 
mode after a jump. If this option is disabled, 
the camera will switch into the Focus mode. 

Show absent pilots on the Mothership screen - 
If this box is checked, all pilots available in space 
will be Shown, when you dock to a trade station. 
Otherwise, only pilots, who made docking will 
be shown. 

Confirm undocking - /f this option is) enabled, 
a confirmation dialog will appear, when leaving 
a trade station (by means of the Esc key 
or interface controls). 


Enemy detected - Autopause when an enemy ship 


has entered your scanner range. 

Target destroyed - Autopause when an enemy ship 
al=|=—>,4@) (ele(-1eF 

Player’s fighter armor below 50% - Autopause 
VA | =] oe @ t=), =] Oe ee] ee el] lel ee —|— 2 © | ©) ©) @|—1e Be |=) (@ AV, 
the critical level. 


Mothership armor below 20% - Autopause when | 


Mothership armor has dropped below the critical 
==) 


Player’s fighter destroyed - Autopause when | 
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still have a chance to pick up the pilot drifting 
In an escape pod and let Nim or her reenter 
the battle on a backup fighter (provided that one 
is available). 

Rotate camera with the mouse pointer - Enable 


this option to have your camera turn, when you | 


move the mouse pointer to screen edge. 

Camera bobbing - Enable or disable camera’s 
ele)e)e) elem eal@){-'—F 

System settings - Return to the main settings 
menu. 


Graphics Settings 

Texture detail - Sets texture quality. The lower 
is the capacity of your graphics memory, the lower 
this value should be. 


Settings 


Texture detail 
Hah > 


Antioliasing 
Dated a 
Anisotropic filtering 


Ov abted <a 


= Mupmapp ing 


|e System settings 


Vv 


Antialiasing - Smoothes jagged object edges. High 
antialiasing reduces performance considerably. 

y+ Nall-leirime) =) (oma lir(-) el (a\> nd Om] e—l—)0l VA nee) ae) mee) are a 
quality. High anisotropic filtering may slightly reduce 
performance. 

Mipmapping..-_ |mproves rendering and removes 
moire, but does not affect performance. 


STARTING A NEW GAME Ol) a 
After you've clicked Start re | 
| Game difficulty | 


a new game in the main 

menu and watched the | UEasy 

opening movie, you will need | 4 Nord 

to select the difficulty level. | Hard 

Choose’ carefully as = you ae 
NV.0) 8 eg ©] ==) ©) (— oe ee) al] le |—' lease ir 
it later. Choose a name for Vv os) 
the main character (Hero 

by default), and the specialization. 


This choice will affect starting skills of your hero. 
The game offers four specializations: pilot, gunner, 
missiles and systems. 


A pilot can become a true ace able to fly any fighters 
In the game with equal excellence. However, even 
an ace may get into trouble without reliable Cover 
of an anti-missile defence. 











A gunner may become a legendary sniper, striking 
enemies with formidable accuracy. But he will not be 
able to Outmanoeuvre a true ace. 
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A missile gunner does not care about regular | 
guns and is not that good at using them. His | 


torpedoes and missiles are his weapon of choice. 
This specialization is invaluable when comes 
to destroying large targets. 52 
A good system engineer can add a great deal 


to team success. His accuracy leaves much | 
to be desired, but he can suppress enemy missile | 


attacks or repair damaged ships of his teammates. 


The skill tree shows possible variants of character | 
development. For completing missions successfully 


eo) @) e411 @1—! hv — >< ©] —1 8) (—| 8 @|— ee © @) |e ee © ee) @l—1 8/0) 
ela). 

The skill tree is different for each specialization. 
Take your time, you will not be able to change 


it later. Other characters, which will be joining | 


the hero tn his adventures, will Nave’ skill trees 
of their own. 


On this screen you can also read about the hero | 


and get more details on the skills (by right-clicking 
skill icons). 


AN | = 1 Se 


% || 9 
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elements, which indicate status of teammates, 
Current objectives and other essential information. 
The interface is divided into three main areas: pilot 
panel, comamand panel and camera panel. Let's 
review these interface elements in detail. 


=-|Renn =JaAN | 3 G 1087872 
The elelnnelan left (ele)alal=\e 
shows the essential informa- 


eA 
lea Tae | | ee 
| Mosatil fl 
tion about your team. The | wae 
Mothership panel features ag 


three key Command icons: Oho J 
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Open the Mothership and hangars. You can 
also do this by right-clicking the Mothership 
[eio)ar 

en (@ 10). <— VA — 


Order all fighters to dock to the Mothership. 
a (@) 0) <—)\\ Ar 


Order all fighters to leave the hangars. 
Hotkey -"Ctrli + 2" 
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® 1087872 indicates Now many credits you | 


Currently have. 


The image below the ship name | 


shows the current. ship hull 
or Mothership pilot. Bars below 
the Mothership icon and opilot 


(ele)/mriaalie =] ale AVs ial status — 
of shieldS and armor. These. 
indicators are the most important | 


lam eie)ea) eller 


On each opilot‘’s panel you can | 
11 — ONY. ee (@1@) oe | | — ©) @|— 1 eee 
objectives menu while the other | 


opens the actions menu. In the 
objectives menu you can set pilot's 


role in the team; the actions menu |: 
allows to use expendable systems 


and special abilities. 


Red icons in the bottom left. 


corner of a pilot portrait indicate 

10) alt= eee ee @)| (@ eee) Ole ©) eels 

or that a ship has no guns. « 
TTT e 


The next important part of the inter- | 
face is the command panel. 


COMMAND PANEL 


Icons) = controlling game speed | 


foo fee | [op | (baused, real time, double speed 


and quadruple speed) are located | 


In the bottom part of the commands panel. 


Main action icons are located in the upper part 
of the screen: 
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The first left-click sets the initial point in the | 


horizontal plane, the second left-click sets 
the height of the destination point. 
"MI" 


Escort target. 
| — 


Dock the selected team to the Mothership. 
a ie 


Order the selected team to stop. 
a — 


VAN 0. =|@) nti =)| ae (108 
"A" 


Missile attack. 
> 


Select all fighters and the Mothership. 
"Ctrl + A“ 


Hold position (fighters will not attack). 
"ES" 
7Xefeli(o)al-| Mm @1°)anlaat-lalel— 
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Show star system map. 
"Tab' 


} 
| 
— 


The star system map is an important part 
of the game interface. It is useful for issuing orders: 
if your teammates are separated, if a ship needs 
to travel a long way, or if you need to watch enemy 
actions, given the enemy is within the scanner range. 











8x speed 


Copernicus Scientific Station 


a * 2 > 
&. Bt, Q 
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You can zoom the map in and out by means | 
of the mouse wheel or by pressing "+" and "=". To tilt 
the map, press and hold the right mouse button | 


and move the mouse. 


In the map mode you can see scanner ranges | 


of your ships by pressing "VU". Pressing this key again 
will show scanner ranges of all ships visible to you at 
the moment, including enemies, allles and neutrals. 


This can be useful to avoid being detected. Pressing | 


this key yet again will hide Scanner ranges. 


a number of sectors: Phoenix, Aquarius, 
Unicorn, Centaur, Capricorn, Border and 
Sagittarius. Each sector has several star systems 
marked with different colours. Colour indicates 


Chul The global map indicates the location of your | 
| af ship in the star system. It is divided into | 


which faction controls the system at the moment 


(see the World section). If a mission requires a long 
flight, star systems you will have to visit will be 
marked with yellow borders for your convenience. 
a —T-[e] <j =}-[e\- 


allowing to save or load a game, change 


=) Menu. Invokes the standard game menu 
Ne = | settings, or quit to Windows. "Ese" 


Mail. Shows your alter ego‘’s log and mall. 
This icons blinks, when new mail arrives. "I' 


ao] a 1@)VA1/4 011 @ (=e 1618 (@(—|— een) 9 (@)\,)/— ©) ©) (— eel ee6 (@(— 
= relative to Mothership plane, allowing for its 
>| precise positioning. "Gaps Lock" 


Ley ANY | = 7M AN 

The camera panel shows tabs 
of teams currently within scanner 
range. Enemy ships are marked 
red, neutral ships are marked 
yellow, and friendly ships are 
marked green. Clicking a team 
Icon Shows what ships it consists 
of. Double-clicking a team icon 
centres the camera on the team. 
7 N le ee ©) 1) ee © ©) ©|— |e ©) ee 
to close all team tabs. 


There are four camera modes 
In the game: 


Free "FS" 

Follow "—=10" 

View "F111" 

Chase (default) "F112" 


These modes can be toggled 
by left-clicking the camera menu 
items of pressing the hotkeys. 


The Chase mode is primary and 
=lel=|e) (=e ae © )\ Ae @ |=) 510 | hore Lo @) | (@)V,V,—) 
10 |= eee |=) |= 10 |e ©) @)|—|elee | 010 er] | (@)V/— 
to adjust the perspective. To turn 
the camera, you can either move 
10 a\— eee) —|— 6 ele) alt —/anre nea —\—|em—(e\(e|(— 
or - and that is a lot more convenient - press and 
hold the right mouse button and move the mouse. 
To zoom in or out, use the mouse wheel or hold 
the left and right mouse buttons simultaneously. 


In the Follow mode the camera remains still but 











is always centered on the selected object. 


In the View mode (third-person view) the camera | 
Is always positioned behind the ship providing a view 


of events as seen by the pilot. 


In the Free mode the camera can be moved in any | 
direction at any angle controlled by both mouse — 


and arrow keys. 


CONVERSATIONS 
During the game, you will enter into Conversations 
with all kinds of Characters. 





. t about your brainal Were you even listening to hem? Somebody has put out a contract on your ite, 
ws a's a is, | don’t know. Bt I'm you only chance to get out of this moss 


reahr a Werking together, not only we'll eliminate the clan thet is bunting you, but cho copie heir 
—— matherthip. Which iso great, well-arnoued trampert. What do you say? 
- Are you sure you're sone? 

[Terme]. Why, are you o doctor? You don’t look like one. Whot you really look Ske is a deadman to be. Boy, 

| don't t have tere to chew te basics over tor you, se livten close We can eliminate the clan of Ereckneck «ho's 


ard | managed t escape, bet hed time to beacon you Pirates know fat I'm only a scout, providing inte! and 
dips thernelves, to Hey’ by © Whet you need 6 t find mercenaries to cover us and take ovt 
ces. By fhe woy, there's o team hanging crowd fe contra station. 
the second wage? 
«) Let's complete with first one first, thes folk abow the rest. Meet me at the designated spot I'l give 


erme)) A chance to wash off the dirt and stort o new Ie. Enough for you? 

Perhaps Asother queview what's you name? 

[Terme] Sheesh, | already regret I've met you My mame's Ternie, boy. I've been broadcasting tis callsign 
exactly tor ow entire conversation Now let's get down to business belore I'l be realy dsappointed and missile 


You can select answers by clicking them or by 
pressing number keys. Your responses may affect 
further development of the storyline and even 
the lives of your teammates, so choose wisely. 


— A a Se 


The Mothership window can be invoked during | 


a flight by pressing "B" or right-clicking the Mothership 
oe) (elem (eelar 
It is primarily needed to maintain team combat 
efficiency: equip fighters, assign pilots, inspect 
available equipment, view details of fighters and 
equipment. 


The interface is separated into three parts. 


Le VAN LEAN StS 
| In hangars Viele) can assign 
teammates Loe) fighters (ole 
the Mothership. 
The upper left tmage depicts 
the current Mothership and the 
portrait in its bottom right corner 
shows the pilot. 
| — et — | > ee © >< —)— ns © en | — a (| 
display characters on s\el=|ne 
the Mothership. mal @ Meee! <iale 
a pilot portrait opens the team 
(ole) ae ae) ee | ee) a | © — ee 01 —|— ee © —1 (©), 
To assign a character to a ship, 
— right-click his or her portrait, hold 
, : Account. GOwn the right mouse button drag 
7 ___ Account iy = : 
& 1087872 — the portrait onto the Mothership 
~ or a fighter. The selected 
ee ee must have the piloting skill adequate for 
a fighter of the given generation. 
Hangars, where you put fighters and assign pilots, 
r=] a) @ V4 oe | | ee ©) oe) oe Ol] a eee NN @) ie eee 1) eel 
motherships have no hangars. Left-clicking a hangar 
Invokes the fighter maintenance window, right- 
clicking Shows fighter details and description. 


If the Show absent pilots option is enabled, pilots 
Outside the Mothership will be shown in the hangar 
marked with a special symbol: 











~~ Team financial standing (credits) is shown : 
y at the very bottom. | 


SHIP 
This window shows the details of the Mothership 


or a fighter parked in a hangar: shields (current/ — 


maximum), armor strength (current/maximum), 
maximum speed, scanner range and manoeuvrability. 
These parameters can vary depending on installed 
lo 6)]@)aal—ialemt—lelem @)elen—m—) <i (—e 


ee Under these _ figures is_ 


Mastiff ship layout showing gun 


= and system slots. Unlike | 
the Mothership that can 
only be refitted at a docking | 


station, fighters in hangars 


can be reequipped at any }' 


aale)ael—ialer 


 Right-clicking an_ installed | 
© 16) ol ©) ae — ee —)V.—1 0 —1 9 oe) (@ Ve 


System 


its description and details, 
which may change affected 


Mowt 


c? | 
Sytem Nl 


= by other systems or pilot's © 


skills. 


Fighters = © Gunn insihen. Syahema 
Sab 
_ 
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WAREHOUSE 

The warehouse is where all the equipment available 
on the Mothership is kept. It may be fighters, 
weapons, missiles, and cargo. 

Tabs provided for your convenience make it easier 
to find items you are looking for. 


CONTROL INTERFACE 
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This screen allows you to allocate experience points 
to your teammates. When you start a new game, 
you need to choose main character's specialization 
(pilot, Qunner, missile gunner, or system engineer). 
Other characters have different skills and perks 
indicated by their individual skill trees. Skills that 
can be currently advanced are marked white. Right- 
clicking a skill shows its description. 

To advance character skills, the Mothership needs 
to be docked to a trade station and the character 
must have enough experience points. When selecting 
skills, remember the choice is permanent. 











LOG AND MAIL Locking to a trade station invokes an equipment 
. | screen that has two more tabs in addition 
eas 7 ) } to the Ship: Store and FTU Warehouse. The store 
= WAT Cee — == | offers standard fighters, weapons and systems 
- a | available also on the free market. 

| Loghook eniry. “A wade a ‘aat| | | The FTU Warehouse offers unique items that you 
tg a | VA e0] ao OD n@ —) VAY 2) | — OT) ee | © | ee 

Where ore fe MSF watching, My scum tae |)” wd ewig nas | Ae | requires spending some experience points. 


Domeli roa about freely in wpoce?! ., Praia hough 
honest people —_ - of* (Oa wate is Sa ae ee ‘ 


Mois ont. “Return” - ii Handbook ola Hee | trader. + ' j oe) [es 
Pa “ * % =| | The office is available only at trade stations. 


» o ; | 
. toke he MF cred Tria, bot of tied Free Traders Unie Free Traders Union (FTU) is : , 
q 


wrperas @ least sorenhot sotened the cn odependane gic comes ¢ Ion 
ee with thet, what her prenarity decegted t representing and 


ae Moterthe j _ “2 ae | 


Logbook entry. “igen g a Aipendix 1: ™o Jee ea 


Neste 
: 
. > Mercenary unit Stardust Hot, Pars suit {| 
| Almeat a full year panied since | lost my convoy The Empire wie oftiicly | } + ' "eA | 
Passed like © day People, . carge 2085, when Field tate" ail P ,/ 
everyting verted os f ididy 1 Gi oF of one of Earth's cers, ) ea . 6 were anczom will redxe your Povnapade cos ; °4 a. 
| here’ 
| erode s _ 


: | °° 4 Jor yt Look for ~~ -_ 
> = ; fy ) : > ? mery persian | abe Oo tee Se io 


> | : 


Wiherfenary un unit Shinin The Aquorius triangle 
9 

epords ” a 

s S mencenories «il elena ye i - e . 


Log | | a Er 400 credits net main Agar 
. > sector horebec more of The 
The log shows notes made by your alter ego during | . Debris uystemgare comidared he ment 


ivial—ee)0|a—|—e) ane al el—lea8(—2 | Mercenary unit Hogsemen < Wihot Empire dagsn’t tell ie: 
mee 


| problems to iit for 118400 = « 118400 | 1 Vey? ‘epenra tray 





| of the Apocolypse a 


Mail tee ; Aather billie A mem ah Atho ‘elie tor 
i i eT Sloe | | © for 16400 credits on al - Pf 
This section shows. messages from friends and cs Sipreans Cont reassiy: WER AIs lenge 

employers. Many of them contain = important> 


lalne)elaal=lee)ame)amel6lala— elem aeli-i—)(elal-r 








=)  @} 
"4 (= Tet =) al=) a (=1-] 
This screen allows you to hire mercenaries to assist 
you in missions, fight enemies or do other tasks. fe 
a aoe It is always good to have someone reliable at your = 
rien | side. YOu pay mercenaries for services rendered in 
. 





\F4 the current star system. If you fly to another star 
(Sp ayge oa aras mes (anes system, they will demand an extra. 
a? al N ral 





News 

This screen shows latest news broadcasted 

@)\VAEVs=) 0 (@) © ©) a=) oe) =) |e 1104 ee |= 1 ©) © ee <n) = Le 
| eee | going on in the galaxy and how your actions affect 
ieee the current course of events. 
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2) taal oe a hee lag 4 ” COMBAT TACTICS 

—<— .... é A team is the primary element of tactical Combat. 
Assigning a team leader, pay attention to character's 
Skills. It is equally important to select the right 











Supporting ships and set appropriate objectives: 
attacking, el(=5—/alelialeor or antimissile defence. 


By adjusting objectives and even replacing the team | 
leader during a battle, you can fine-tune the team | 


depending on enemy types and numbers, weapons 
and special equipment. 


You can make changes to your team during a battle 


in the tactical pause mode (press "Space"). Combat | 


Is ever-changing, So a team that was effective 


at battle start might 


= turn into an easy prey 
A La later. To assign a team 
Bt ull [='=\e(=l ao lato eo) | (ole 


elo)aitin—liene)aive me al" (—l-\e\—leue 


icon. To create a team, 


drag = =16)@)e\e)ar elon 
teammate icon onto 


COLELLO LEO CEL P LOLOL Le LOLOL COLO the {='=\e\(=\a icon 7 


Supporting teammates can perform the following 


tasks: 


4 Attack - A teammate will attack leader's target. 


Defense - A teammate will only return fire 
to enemy ships attacking the team. 

Repair - A teammate will focus On remote 
repairs of all team ships (provided that he 
or she has a remote repair system installed). 


AMS - A teammate will Use an antimissile | 


system to shoot down incoming missiles. 
Stealth - A teammate will use stealth systems 
to conceal the team from enemy scanners and 
launch surprise attacks. 


Special abilities - Special abilities of Certain pilots 


allow them to work miracles in combat, increasing | 


team's overall efficiency. However, these abilities 
can only be used a limited number of times during 
a battle. 


Teams can both fly on their own or as an escort. 


A team, a fighter group, ora single fighter can escort 
any neutral ship, defending it from hostiles. Once 


In the escort mode, fighters always stay close to 
the escorted ship, providing space for manoeuvres. 


Single fighters escorting the Mothership. 


The Mothership escorting a cargo ship. Fighters 
are ready to repel attacks. 
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to pilot specializations and current skills. System 
engineers, for example, are natural repainmen 














and AMS users. Incorrect pilot assignment may 
eventually result in defeat. 


Not all characters like teamwork, some receive 
bonuses when flying alone. Also, certain pilots 
do their best in certain team roles. Taking these 
nuances into account can increase overall Combat 
efficiency of the team. 


Another important part of the tactical Combat 
is correct team armament. Each teammate has 
skills for particular weapons: 

e Machine guns - A character with this skill does 


better when firing light guns (except Berserk lasers) | 


and large multi-barrelled rapid-fire weapons. This 
Skill is natural for system engineers and missile 
o[Slalal-e=e 

Large guns - A character with this skill does better 
when firing large Kinetic and plasma guns except 
multi-barrelled. This skill is natural for pilots and 
gunners. 

Lasers - A character with this skill does better 


when firing lasers and particle accelerators. This | 


Skill is natural for gunners only. 


Some gunners can choose between lasers or large 
guns. Once chosen, this speciality is permanent. 
Though an expert in lasers will still be able to fire | 
plasma guns, for example, the accuracy will leave 
much to be desired. 


Except guns, a fighter can be equipped with missiles, 


which are particularly effective when handled | 
by missile gunners. A skillful missile Qunner can | 


destroy lots of enemies with a few accurate salvos. 
Missiles are very powerful and require careful and 
sensible handling. There are several types of missiles 
==) t=18)(=6 


Unguided missile - Deals damage on direct hit 
and cannot change course, thus rendering active 
and passive antimissile systems useless. Another 
advantage is the large number of missiles per pod, 
which allows for salvos. While such missiles are 
Ineffective against small, fast and manoeuvrable 
targets (e.g. light fighters), they are good against 
large ships like Cruisers and battleships. 

Short-range missile (SRM) - Was a=—- small 
Gamage radius and deals most damage directly 
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a missile gunner must remember that SRMs 
are vulnerable to jammers and active antimissile 
systems. anal= latter eat=\V4 INFlict (ef=|eat=le[—) 
to the missile gunner, if the missiles he has fired 
are destroyed right away. SRMs are the most 
popular weapon in most battles. On hit they also 
veer targets off Course. 

Long range missile (LRM) - Deals lots of damage 
to everything within lethal radius. This allows using 
them against multiple enemy ships. To avoid being 
hit with own missile, a missile gunner must have 
a long range scanner, allowing to hit targets from 
as far away as possible. This is the most effective 
tactics for this kind of weaponry. Obviously, LRMs 
are not the best choice for close combat. 
Torpedo - The most destructive missile type. 
Delivers great damage to everything within lethal 
radius. Torpedoes are designed for attacking 
Capital ships or other sluggish targets. Torpedoes 
cannot manoeuvre, but can = slightly adjust 
course nevertheless. To avoid being hit with own 
missile, a missile gunner must Nave a long range 
scanner, allowing to hit targets from as far away 
as possible. He or she must alSo make sure there 
are no fighters with active AMS nearby. A torpedo 
can eliminate a dozen of enemy fighters or at least 
Gamage them greatly. Be extremely careful when 
firing torpedoes and don't let your enemy use 
them against you. 

MIRV missile - Can eliminate a group of hostiles 
with no threat to nearby friendly ships. Launched, 
a MIRV missile Separates into several warheads, 
each aimed ata specific target. If there‘s only one 
target, all warheads hit it with nearly one-hundred- 
percent accuracy, as no AMS can handle this 
number of missiles at once. MIRVsS are especially 
effective against fast and poorly protected 
targets. Still, a missile Qunner must make sure 
there are no fighters with active AMS nearby, 
because a detonated MIRV inflicts heavy damage 
to everything in its lethal radius. 


Correct use of missiles, organization of teams and 
selection of fighter armament will result in victories 
over enemies superior in number and firepower. 


One Key tactical advantage is to Know the composition 
and armament of both enemy and allied teams. 











Mercenary 
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details on ships’ and 


their equipment will help | 


you understand whom 


to attack and whom. 
to avoid. To perform | 
a scan, hold down Shift | 
+ Ctrl, so a question | 


mark f=] @) @)=!=) a=) alt=) a 
the ‘salelel—— pointer. 


Then left-click a single 


ship or select a group of ships by means of the mouse. 


GAME UNIVERSE 
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These are the most inhabited and established | 


human colonies. The global map shows star system 


locations and lines that interconnect them. These |}: 
als lalellei=|"\—sele)aiglelela—neig—'-ie\—e8 e)\a sleet lr ee) lial igiom 


circle around a star system indicates your location, 


while yellow marks show your route to the current | 


target. 


The Border Sector 
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Star systems are usually controlled by certain 
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particular corner of the world. Faction colour legend 
is as follows: 

Green - New Empire 

Blue - InoClo Corporation 


Orange - Old Empire 

Yellow - USS Corporation 
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Black - A neutral system controlled by pirates 
or separatists. 


When plotting routes, have in mind that it is quite 
easy to get into trouble in black systems, where 
pirates are aplenty and patrols are afew. Also 
remember that the Phoenix, Centaur, Unicorn, 
and Sagittarius sectors are the safest, while there 
are lots of pirates in the Aquarius and Capricorn 
sectors, where neither empires nor corporations 
are sufficiently strong. The Border Sector separates 
the inhabited area from the so-called Wild Space 
where man has never set foot. 


Note that the global map on the screenshot is not 
complete. There are portal corridors leading beyond 
screen edges. For example, one from Valencia 
to Alpha Centauri in the Central Sector, where 
the Sun and the oldest colonies are located. That 
area was cut off from the transportation network 
by emperor‘s order early in the civil war. This is 
the place where Earth, the capital of the Old Empire, 
is located... he Central Sector is only reachable 
by means of a hyper spring or a hyper catapult. 
7N =o eo @) = ee © =) 1 ©) oe | (ele @) a | ee | (1 10) (1h 
by pirates, while other are under corporation 
control. The latter require special authorization 
to get inte. 


FACTIONS 

There are several factions in the game. Some are 
strong enough to have own armies and control entire 
star systems, while other are relatively independent. 


Below is a brief description: 


Old Empire - The remains of the Empire that once 
spanned all inhabited space. The emperor relies 
on loyal military and aristocracy. The Old Empire 
Is very strong. Despite numerous armed conflicts 
and “turf wars," it still controls multiple star systems 
and has the largest military fleet. 

















Old Empire sub-factions: 


MSF - Military Space Forces, the main- | 


stay of the Old Empire. Well-trained and 


well-armed, MSF pilots are ruthless | 


Combatants and formidable enemies 


who prefer to attack in large groups. | 
The MSF fleet has lots of cruisers and — 


battleships. 


Imperial Security - The security service 


of the Old Empire commanded directly | 


by the emperor. The IS network had 


Spanned all inhabited star systems — 
long before the civil war started. IS | 
pilots are true aces. Well-armed and _ 


WiVi=1] ft =1@ | 6) | ©) @|—1e Pn | —)\\ Ae ©) 1 | ae 10 | ©) al 
lightning-fast attacks. 


Patrol - This police force has been 
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are having a hard time, being between | 

J) hammer and anvil of hostile factions. On 
| 


the other hand, everyone understands | 
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numerous star systems from pirate Outrage. 


New Empire - Established just a year ago and ruled } 
by the empress who claims to be the daughter | 
of the previous emperor and thus the only rightful | 
heiress to the throne. Based inthe industrialLlanowear, — 
the New Empire has assembled the second strongest — 


military fleet in alliance with InoCo Corporation 
and certain allied star systems. The New Empire 
is almost as strong as the Old Empire it fights with. 


New empire sub-factions: 


NESF - New Empire Space Fleet, armed 
forces of the New Empire. Supported 
by InoCo Corporation, the NESF doesn't 
yield to and sometimes even surpass 
/ the MSF in terms of armament. 
i New Empire Special Operations (NESO) 
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Is growing quite fast. In terms of equipment, NESO 
is only Surpassed by InoCo‘s own special forces. 


Tale] Ste) letel a elela-ldiela - Primarily 

focused on- technolgical progress, 

} i — InoCo iS probably ial Sigelalel— le 

no Gamo of all Corporations. Its security agents 

— fave advantage in any battle due 

to their top-end hardware. These days 

it is managed by the stepbrother 

of the ruler of the New Empire, which allows for 

a mutually beneficial alliance. Selling guns to the New 

Empire, InoCo relies on the latter‘s military support 

and unlimited funding to invest into economies 
of New Empire star systems. 


USS Corporation - A manufacturing 
Qlant that produces all sorts of items, 
from frying pans to powerful space 
cruisers. USS was one of the first 
to fight against the Old Empire. Having 
realized that it could not manage alone, 
USS offered the other two corporations 
an alliance to put an end to the hated regime once 
and for all. Triada took up the call, while InoCo 
preferred to side with the recently established New 
Empire. USS has the largest security force enlisting 
well-trained professionals. Its combat tactics 
is Similar to.that of the MSF and implies use of large 
Numbers of fighters. 


Triada Corporation - Ruled by the Trium- 

/, ) virate, this group of clans controls 

% the entire black market and comes 

up with most financial frauds. Triada 

—— IS an individualist’'s heaven. Its security 

—" force enlists mostly lone agents - 

assassins and the like - but is poorly 

suited for large-scale battles. For this reason, 

this corporation had to side with USS. Triada‘s 
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Operation and star system control. 


Pirates - Not a true faction, but rather 
a multitude of ever-warring§ clans. 
if) Every pirate‘’s main trade is plundering 


we 
= =n» can be seen in almost any star system. 
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found themselves under full control 
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the weak. During a civil war, these thugs 
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: pirates, scavengers do not attack 
a traders, but loot junkyards = and 

A battlefields. Battleship debris can be. 


\ Z 


will attack any possible rival. 


Rebels - Or separatists as the Empire 
¢ calls them. Residents of certain colonies 


fighting for independence. Never siding | 


with empires or corporations, rebels 
just want to be in control of their lives. 


Border Guards - Border Sector militia. 
Left in the lurch, tnhabitants of border 


star systems have to defend themselves |}: 


from pirates and other dangers of Wild 
Space. 


FTU - Established recently, the Free | 


Traders Union has already become 
an iaa=)e)(=le\='=|e)(—) faction. |e)vi=)| 
to other factions, the FITU is the main 


transporter of cargoes in the inhabited |} 
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| the global economy still stands. Each | 
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of cargoes, often from hostile faction to another. 


Mercenaries - Hired pilots and guns. 
The New Empire wants to have them 
under control, but most mercenaries 
prefer freelance jobs. As a rule, they 


eagerly help traders with protection | 


and escort. 


Traders - The mainstay of mankind's 

space expansion. Seen everywhere, 

they transport various cargoes as well 
T= lelkelaeal=lclelal-lalemallaslelela—r 


a ee pretty valuable at times, so scavengers 
OM thorough! d thei i do 
SF) Qghly guard their possessions and | 
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rather certain communities, which are 
sometimes hard to categorize. Star 
system militia or station security forces 
can be an example. 


“a Aliens - Analienrace, whose ambassador 
ship was destroyed during the first 
encounter by order of Emperor Azar 
IV. This resulted in a war that brought 


vale eee). dele meemra|—eela lel aelm—alalieal(-ilelar 

More technically advanced, the Aliens 

turned out to be smart and ruthless 
warriors. The outcome of the war could be tragic, 
if the corporations didn‘t manage to sign a separate 
peace treaty with the Aliens. Having realized that 
Humans could not sort out their own interrelations, 
the Aliens abandoned the imperial space and broke 
off any contacts with the humankind. 


Precursors - An ancient race that had 
Dax been extinct long before the mankind 
Conquered the space. Still, Precursors 
=) neue (@ ee) eo) (© —|— en @ (10 (ol — | ee) el 
and the like. One theory says that 
Precursors are Aliens’ ancestors. 
But if it is true, what caused such 
a regression is unclear. 


REPUTATION 

When you start a new game, you are neutral to all 
factions. As you progress deeper into the storyline, 
your actions will affect your reputation. For example, 
if you attack Old Empire ships, your reputation 
with the MSF will be damaged and pilots of the Old 
Empire will attack you on sight. 

If your faction standing has been damaged, there 
are certain NPCs who will restore it for a fee. 

But pirates are an exception. Since they all fight 
with each other, you can spoil the relations with one 
pirate clan and remain neutral to another. 


SHIPS 

During the game you will have access to various 
fighters based on board the Mothership. The latter 
must be protected at all costs. If it is destroyed, 
the game is over. Fighters can be purchased at 
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pilot will eject In an escape pod to be picked up 


by the Mothership later. Both the Mothership and | 
fighters have gun and equipment slots. Higher-quality | 


hardware makes fighters more combat-effective. 


MOTHERSHIP 


The home to your team: characters’ living Quarters, — 


ship hangars, trophy storage. Losing the Mothership 
is fatal. 


The Mothership can be piloted by any teammate or its | 


Onboard Al. Note that character's combat, piloting 
and engineering skills will benefit the Mothership. 


FIRMWARE 


Mothership Al can be improved by upgrading its | 


firmware. There are three types of firmware found 
at maintenance stations - weapon, system and flight 


- and only one can be installed at a time. Install the |: 
one you need most at the moment. Firmware can | 


only be changed at maintenance stations. 
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y Helps to pilot the Mothership and fight. | 
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4 Not quite an artificial intelligence, it still 
Can perform any task. 


Flight Firmware Mk 1. 
—— . Optimizes engines and navigation 
,» system. Improves basic Mothership 

specifications: 
Manoeuvrability: 110%. 
Top speed: 120% 

a A. WAV='=]@]@]e t= (e1010 |a—|@)\A0e 4 oe 

=|) “265% Antimissile defence: 110% 


Hull repair and shield recovery performance: 120%. | 


Flight Firmware Mk 2. 
> is Optimizes engines and navigation 
: » system. Improves basic Mothership 
specifications: 
Manoeuvrability: 135%. 
Top speed: 120% 
Se WAV{=t=]@1e) @it=[e1@10| a'=[e\\ sae 4 
-&: Antimissile defence: 110% 
Hull repair eo Shield recovery performance: 


Flight Firmware Mk &. 

—*e, |) Optimizes engines and navigation 
system. Improves basic Mothership 
specifications: 

Manoeuvrability: 150%, 
Top speed: 195% 
a . WAV(=1—]0\e) gt — [01010 | a0) ed 4 
Ew eae Antimissile defence: 1 10% 
Hull repair and shield recovery performance: 120% 


System Firmware Mk 1. 

rs; y Optimizes missile trajectories, 

—S Ty active antimissile defences, damage 
Ce i diagnostics, and shield circuitry 

ae cooling. Improves basic Mothership 

f specifications: 

4) eo ge. Manoeuvra bility: 110% 

= - Top speed: 110% 
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Antimissile defence: 105% 

Hull repair speed and shield recovery performance: 

155% 


» 


System Firmware Mk eB. 
Optimizes missile trajectories, 
active antimissile defences, damage 
diagnostics, and shield circuitry 
cooling. Improves basic Mothership 
specifications: 
Manoeuvrability: 110%. 
Top speed: 115% 
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Antimissile defence: 155% 

Hull repair performance: 180% 

Shield recovery performance: 220% 


tem Firmware Mk &. 
an Optimizes missile trajectories, 
=4 yh active antimissile defences, damage 
4 ca diagnostics, and shield circuitry 
a 


cooling. Improves basic Mothership 
specifications: 


3} , Manoeuvrability: 110% 

| Top speed: 125% 
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Antimissile defence: 2OO% 

Hull repair and shield recovery performance: 250% 
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a) - Improves targeting performance 
w/. ) and optimizes anti-missile defence. 
Improves basic Mothership 
wer specifications: 
ss m,; Manoeuvrability: 110% 
Ou S J Top speed: 110% 
- ft WAV{=1—] ole) 9 t= [e\e16 |g — |)" seed 1 Lo 
Antimissile defence: 135% 


Hull repair and shield recovery performance: 120% 


iter gh leis A | ara 
Improves targeting performance, 
Increases lethal range, optimizes 
anti-missile defence. Improves basic 
Mothership specifications: 
Manoeuvrability: 1 10% 
Top speed: 110% 
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Antimissile defence: 135% 


Hull repair and shield recovery performance: 120% 


Weapon Firmware Mk &. 
Maximizes targeting performance, 
Increases lethal range, optimizes 
anti-missile defence. Improves basic 
Mothership specifications: 
Manoeuvrability: 110% 
Top speed: 110%. 
WAV(='=] ole) a it=[e1010 | a=|e\\een eal-)<iaelelan 
taal range: 125% 
Antimissile defence: 135% 


Hull repair and shield recovery performance: 120% | 


No firmware can replace a skilled pilot, Dut your 
choice between a pilot and firmaware depends 
On your tactics. 


At trade stations you can find weaponry and auxiliary 


systems to install onto the Mothership. Weaponry | 


can be turrets to protect the base against fighters 
or major-calibre guns for dealing with large stationary 
(o)a—}(6(21°||—|ae)e)(—len—e 

Auxiliary systems are used for repairs as well 
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MAJOR-CALIBRE GUNS 

Major-calibre guns turn the Mothership — into 
a powerful weapon capable of destroying a station 
or an enemy cruiser. Dealing enormous damage, 
these guns are so massive that only capital ships, 
like the pirate transport Mastiff, can carry them. 
There are four types of major-calibre guns: 


Kinetic cannons. A common major- 
calibre ViVi=t=| ele) manufactured 
by the New Empire. Highly effective 
against armored stationary targets. 
The Empire has installed such pieces 
of ordnance onto almost all cruisers 
and battleships, having made them 
deadly for any enemy. 


Lasers. Manufactured by InoCo for its 
own fleet. The main advantage of this 
weapon type is high firing accuracy. 


Plasma cannons. Manufactured by USS 
Corporation, these guns offer unrivalled 
power. No ship can survive a couple of 
plasma hits. On the other hand, such 
Cannons Nave low projectile speed which 
makes it hard to fire accurately. 


Particle accelerators. Jointly developed 
by the New Empire and InoCo, these 
powerful guns are extremely expensive 
r=] a (@ tl) 1 | to) | 
Installed on cruisers and battleships 
to gain advantage in combat against 
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Both empires and corporations also 
have major-calibre turrets = installed 
onto cruisers and battleships. These 
Cannot be afforded by individuals due 
to high prices and complex manufacture. 











TURRETS 


Universal turrets based on regular large guns - | 


kinetic, lasers, plasma, and particle accelerators - 
are used on capital ships to combat enemy fighters. 


z - 
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MOTHERSHIP SYSTEMS 


Standard modular systems that boost certain — 
specifications are used to improve Mothership | 


combat efficiency. 


Antimissile defence modules’ provide 


a=) =)e)(= protection against enemy 


missile attacks. 


Sensors modules extend Mothership © 


scanner range. 


Repair modules restore ships during | 
battles. 


Engine boosters increase the Mother- 
ship speed or manoeuvrability. 


Shield boosters protect hull against 
enemy fire, increasing shield Power and 
recovery performance. 


Antilaser systems envelop the Mother- 
ship in a protective force field, reducing 
power of enemy laser strikes. 


Stealth systems allow to approach 
enemies unnoticed for surprise attacks. 


Rate of fire boosters allows to plaster 
enemies with heavy fire. 


FIGHTERS 
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the Mothership a dangerous weapon, one “still 

Cannot conquer alone. For this reason, Mothership‘s 

primary weapon is fighters it carries. A team 

of three fighters is a formidable force, so fighters 

and their weapons must be well thought-out. 

There are several types of fighters: 

e Reconnaissance - Quick and manoeuvrable, but 
poorly protected and armed. 
Special-purpose - These carry lots of systems and 
Support the team by providing repairs, antimissile 
protection and the like. Usually poorly armed. 
(os) oe @S (0 |e) Gat — |e (@ ee eel) e1e)—10) a) 0) (ee en @\e(—1a—le—1 bh, 
armed, but poorly protected. 

e Heavy - Well-armed and protected, but sluggish. 

e Missile - Carry missiles and almost no regular 
(o[Ulal=e 


Also, there are five generations of fighters. 
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The simplest ships. Usually obsolete, but still popular 
among pirates, mercenaries and patrolmen. Almost 
harmless to higher generation fighters. 


Light fighters: 


_ 
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Brigand Yari 


Special-purpose fighter: 
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Heavy fighter: 
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SECOND GENERATION 


These ships are able to oppose third-generation 
fighters. Very popular among mercenaries, pirates 
and sometimes empires and corporations. 

A Ord grade pilot or more skilled is required. 


Recon fighter: 
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Light fighters: 


Stormecrow Tie-Fly 
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Attack fighter: 
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THIRD GENERATION 
A powerful weapon when handled by an experienced 
pilot. The basis of military fleets of all factions. 
A 2nd grade pilot or more skilled is required. 
Light fighters: 
ers 
ae, 
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Stiletto Black Stormcrow 
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FOURTH GENERATION 

Up-to-date ships. Still rarer than third-generation 
fighters, these vessels Nave already proved their 
Superiority. Quick, manoeuvrable and lethal, they 
are hard to come by and expensive, but well worth 
buying. UWsed by military and rich mercenaries. 

A 1st grade pilot or more skilled is required. 


Light fighter: 


Stiletto Mk 2 


Special-purpose fighters: 


Trident Cheetah 
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Panther Puma Gunslinger 
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FIFTH GENERATION 


Fighters of the future, fresh out of the lab. Even | 
a single ship is quite formidable, so these vessels | 


are very hard to come by, and prices are exorbitant. 
An ace pilot is required. 
Heavy fighters: 
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FIGHTER HARDWARE 
Like the Mothership, fighters can carry weapons 


(machine guns, cannons, missiles) and systems }' 
improving their specifications. Well thought-out | 
armament and systems will Considerably improve | 


your ships and help pilots in combat. 


WEAPONS 


Main fighters weapons are cannons and machine | 


guns, ranging from kinetic to particle accelerators. 


Machine guns are the simplest weapons 
usually mounted on light fighters and 
missile carriers. Their main advantages 
are high rate of fire and compact 


ellaal=jlal=elal=F Despite low — stopping © 
power, a large number of machine guns © 


Should never be taken lightly. 


Kinetic weapons have low accuracy 
and long recharge times. They deal 
moderate damage and are the cheapest 
- a natural choice for pirates and 
mercenaries of average income. 


Rapid-fire cannons Nave low accuracy, 
but high rate of fire and projectile 
density. Do not require much aiming, 
which makes them the favorite weapon 
of the Patrol. 


Combat lasers are snipers‘ choice. 
Long recharge times are their primary 
disadvantage. The favorite weapon 
of InNoCoO agents. 


Pulse lasers have lower accuracy, but 
higher rate of fire. They emit series 
oe) ee t=) 1 — eee |e) ©) 6 | |—\—1— Fe Vd © ee  @) ©] — el 
at least some will reach the target. 


Plasma cannon is an expert's weapon. 
Not quite accurate and takes long 
to recharge, but most powerful. 
A couple of hits and enemy is done for. 
The favourite weapon of USS gunners. 


Particle accelerators are the most 
=)4e)=lal=IU= =lale. accurate ViVi=t=|@le) ale 
SP The best for a sniper ace. 


MISSILES 

Except for guns many fighters carry missile 
launchers. A good missile salvo can destroy a whole 
enemy team. Or, if you fire torpedoes, eliminate 
a Stalingrad-class battleship. 


Lnguided missiles are the cheapest and 
— > simplest of all available in the market. 
SS" But this does not mean they are most 
“Ly useless. A pod of ten unguided missiles 
2s or more is enough for an experienced 
missile gunner to throw any enemy 

formation into disorder. 


Short-range missiles are highly effective 
In Combat. Sitting On enemy's tail, you 
can easily put him out of misery with 
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Long-range missiles are the best attack 


weapon. Designed to deal with enemies | 


from a distance, these missiles have 
large lethal radius, which makes them 


useless in close Combat, as you can hit | 


yourself or an ally. 


A MIRV missile can eliminate several | 
fighters at once. Fortunately, such | 


missiles are very rare and as expensive 


- one fact that makes space a safer 
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Torpedo is one of the best means | 


to fight enemy capital ships. Slow and 


Cumbersome, le (ets) a) alt=) =lalolmaalelelae 


charge of large lethal radius. Some 


missile gunner aces even use torpedoes }: 


against enemy fighter teams. 


SYSTEMS 


There is a multitude of systems - single-use and | 


reusable - called to improve fighter Combat efficiency. 


Single-use systems: = 
Emergency § vessel repair systems 
quickly restore fighters in Combat. 


Emergency engine boosters increase — 


fighter top speed for a few seconds. 


Emergency cannon cooling systems | 


greatly boosts cannon rate of fire for 
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Reusable systems: 
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Early warning scanners allow to detect 
Cand eliminate) enemies before they 
learn about you. 


Flare release systems keep pilots safe, 
distracting enemy missiles. 


Active antimissile systems are. ideal 
against enemy missiles, when handled 
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these are just expensive toys. 


Vessel stealth systems allow to app- 
roach enemies unnoticed for surprise 
attacks. 


Team stealth systems allow pilots - 
system operators - to conceal their 
teams for surprise attacks. 
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system operators - to repair all fighters 
In their teams. The higher is the pilot‘’s 
skill, the faster are the repairs. 


Vessel repair systems allow to restore 
single fighters in combat. Unlike single- 
use repair systems, these are slow, 
but Operate for a longer time. 














Shield boosters are ideal for keeping 


single fighters intact. They reinforce | 


Shields and speed their regeneration. 


Engine boosters gradually increase 


fighter speed, providing an advantage | 


Over a slower enemy. 
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perfect arguments in any combat. 


Manoeuvrability boosters help to avoid | 


enemy fire and Outmanoeuvre hostiles. 


Antilaser systems are very effective 
against enemy lasers. 


CONTROLS 

iY, [eo] BP] = 

LMB (left mouse button) — Select 

RMB (right mouse button) — Default action (move, 
attack, etc.) 
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Mouse wheel — Zoom in/out 

LMB + RMB + Move the mouse — Zoom in/out 
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Ctrl + RMB — Move aggressively or attack 

Shift + RMB + Move the mouse — Change altitude 


Shift + LMB — Highlight selected teams 


KEYBOARD 

[— Slow down game time 
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> — Hide contacts 
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Ctrl + A — Select all ships 
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LD) — Dock the selected team to the Mothership 

Z — Dock all teams to the Mothership 

Ctrl + Z — Launch all teams 

X — Toggle special action panels 

M — Move horizontally and vertically 
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R — Missile attack 

E — Escort 

B — Bring up Mothership window 

| — Show log and mall 

1 to 9 — Select the corresponding reply during 
=@@) a )\V=1e—=15 (ole 

1 to 6 — Select the corresponding team 

Shift + 1 to 6 — Select corresponding teams 
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V — Toggle scanner ranges on map 

Caps Lock — Show/hide altitudes 

GQ — Toggle mission log 

L_— Toggle messages log 

H — Toggle target helpers 

Esc — Unselect all ships; press again to invoke 
the game menu 


CAMERA CONTROLS 

F — Toggle follow/free camera 

G — Cycle camera modes 

FQ — Free mode 
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FI1 — View mode (third-person view) 
F112 — Chase mode 
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FS — Quicksave 

FS — Quickload 
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TECHNICAL SUPPORT 
IF you encounter problems while installing or playing 
the game, do the following before you contact us: 
Choose “Run” in the “Start” menu. 
Type «dxdiag» in the dialog window and press 
“Enter” to run Microsoft DirectX Diagnostic Tool. 
Pass all tests. 
Having passed the tests, press “Save All 
Information”. 
Send the text file obtained and a description 
of your problem to our technical Support. 


INFORMATION REQUIRED 
- Game version (Cinstalled updates) 
Operating system 
Processor brand, type and clock speed 
ee ANIVAMVA@) (6 laa 
Sound card type 
Video adapter model and parameters 
CD/DVD-ROM drive type 
Mouse type and driver version 
DirectX version 
Detailed description of the problem that you faced 


CONTACT 
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Please use the e-mail address provided. All Support 
enquires to the company address or phone numbers) 
Cannot be answered by our staff. 


For more information and updates please visit: 
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